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Monty is at it again. This multi screen platform caper is as 
tough as they come. We thought a map might come in useful. 
It shows you the where abouts of the items you need to buy and 
sell in order to make money. 

The rest of the tips are courtesy of co-programmer of Auf 
Wiedersehen Monty —- Peter Harrap. 


PLANNING YOUR 
ROUTE 

Working out a time saving route 
is the key to success in Auf 
Wiedersehen Monty. So study ' 
the map and decide what you f 






CLI#0— 

MA A 

SCORE: 697 HIGH 

MOKEV: 300 


Toulouse Lautrec patrols the platforms of Pd ris. 


want to do first. Aim to avoid 
having to visit the same place 
twice. Get the football first — 
though don't attempt to use it until 
later in the game. Take the 
Chateau Blanc to Germany and 
make your first sale. Once you 
get to Germany you can kill two 
birds with one stone—as you can 
also pick up the tools you will 
need to mend the Austrian Ski lift. 

DON7BE 

GREEDY 

Don't go crazv trying to get extra 
lives. Some of them are placed in 
deliberately tough places to 
tempt you to try and get them. 
You will end up losing more lives 
in the process. 

THE CHEAT 

As you would expect from a 
game about a furry little villain 
Auf Wiedersehen Monty has a 
cheat mode. 

Not quite as easy as the Monty 
on the Run cheat though. This one 
requires a bit more care — so 
follow these instructions carefully. 


You have to type Monty in the 
bottom right hand corner of the 
screen so that the 'y' in Monty is 
right in the corner. 

The best way to do this is to 
type it in one character to the left 


of the margin. Now back space 
using the cursor and insert a 
space. This will butt the Monty up 
to the corner. 

Return the cursor to its correct 
position at the top of the screen 
and then load as normal. This will 
give you several lives. 

FLIGHTFRIGHTS 

The flight part of the game was 
designed as a diversion from the 
platforms. Many Monty fans just 
can't wait to get back to the 
platforms. If you are one of these 
then the way to do is just keep 
your place in the bottom left hand 
corrner of the screen. This way 
you cannot have your tail nibbled 
and risk losing a life. 

SHORTS 

Hooks can be used for walking 
upside down along certain tricky 
screens. 

Plonk makes you tipsy and 
lose control of your Monty. 

Montos takes a lot of money to 
buy •— make sure you have lots 


Monty makes a drunken leap after quaffing the Spanish vino. 






























































Get an 
eyeful of the 
Eiffel Tower in 
Paris — but 
avoid Toulouse 
Lautrec like the 
plague. 


You need 
two airline 
tickets to take 
flight. Even from 
Yugoslavia. 
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Here are the main tips for 
Cyborg, mostly short observa¬ 
tions, but then the game is 
surprisingly short: 

Firstly, a hardware tip: if 
possible have a joystick in either 
port. This is because, when 
plugged into port 1, the fire 
button acts as the FI key, which is 
infinitely more useful than a 


weapon firing, for the vast 
majority of the game. If you find 
you need a weapon quickly, and 
have only the one joystick, simply 
press FI (fire), change joystick 
ports, and restart, ready for 
action. 

If you are having problems 
opening doors and generally 
examining things, then your 


positioning is slightly out. You 
should try to face the desired 
object so that it lies in a vertical 
line between your head and 
shoulder —- you'll get the hang of 
it eventually. When opening 
doors, you should be examining 
the small box-like panel off to one 
side of the door (sometimes 
obscured if the door is in the 




passage). 

When accessing terminals, 
enter 'DIR' to discover what 
programs the terminal contains, 
then enter the programs' names 
to run them. Enter 'EXIT' to leave 
the terminal access mode. 

If, for any reason, you need to 
clear a corridor of robots, nip into 
the nearest doorway and back 
out again — hey presto! — no 
robots. 

NEVER let your shield deplete 
to 00 — It does not regenerate 
when completely gone. The 
simplest way to avoid this Is to 
dodge Into rooms off the main 
passages and wait; your armour 
will replenish itself at 2 points per 
second when in 'live' mode (i.e. 
not on the Control Panel). An 
altogether quicker and more 
convenient method is to wait in the 
doorways connecting passages 
'in and out' of the screen (i.e. 


vertically on the map). This can 
only be done, however, when the 
Cyborg has just entered a door 
on the lower side of the corridor, 
so if you wish to rest awhile when 
passing through the other way, 
move quickly through and back 
again. You should find yourself 
standing under the doorway, 
and will undoubtedly attract a 
fair number of droids; don't 
worry about them — they can't 
damage you while you're there, 
but if you wish to enter the 
corridor they're In, just follow the 
above technique for clearing a 
corridor of droids. 

The only weapon you can 
depend upon being able to get, is 
the laser rifle on level 1. The 
program reserves the right to 
scatter the game liberally with 
other weaponry, but you 
shouldn't actually need anything 
more than the rifle, as you'll only 





































































































































need to shoot robots in rooms you 
have to be in. Don't go blaster- 
happy in the corridors, it's a quick 
route to 'operator terminated' 
While I'm on the subject of 
getting shot in corridors, the best 
advice for avoiding said activity, 
is to run constantly in one 
direction, moving up and dov/n 
alternately (in time with your 
footsteps seems to work quite 
well). This prevents the robots 
getting a fix on you, and 
subsequently blowing your head 
off. Naturally, avoid running into 



robots, as they tend to be a bit 
unsociable and try to kill you for 
doing so. 

The only real game tip 
encompasses the whole solution: 
work your way down tht;ough the 
levels carefully, preserving your 
armour by regularly checking 
your status, and resting in 
doors/rooms when necessary. 
Head for the Control Room on 
level 5, using the codes supplied 
for each level when required, 
shoot the geek in there, and get 
the master key (this is useful on the 
return journey as it opens doors 
automatically when held). Now 
access the terminal located there, 
and enter the following code: 
ON LAUNCH DETONATE. Run 
the SH UTTLE program and now 
(guess what?) head back to level 
one, enter one of the Shuttle 
Control Unit (SCU) rooms, access 
the SCU and wait for the end 
sequence to load. 
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AsM®rvytmefrog it'syourtask to battle through eight levels 
each consisting of50-100 rooms full of warlocks and minions 
in Steve Tumer'scolourful game. 

. It is certainly not the norm in arcade adventures with 
scenarios similar to ilaiKi Raimifjr deft joy^ick control to have 
such tremendous Importance in reaching the eventual goal — 
btit in this game it really is ^ believe mel 

RITUAL COMBAT GAMEPLAY 

There IS a temptation to just go 
around ^^ilasting everything in 
sight — whi^ Is rather silly as 
killing those beasties do^n^t earn 
fpu any p^‘nls ohd drate energy 
as well, pie best method of 
moving through a room is tp blast 
only the creatures that ore in your 
path. If youfiave time you shpuld 
also knock out the spell 
generators within th^^roorn; 
although thS Is not a game that 


Such a situation arises in ^Ritual 
Combat' where le froggie must 
defeat either a:wiza|a|usually 
found in levels I # 4) ?r a necro¬ 
mancer (5-8) by re-arronging the 
letters of 'Rana Rama' the 
correct order. If you are not lucky 
enough to have the computer 
mistakenly shuffling the letters 
into the correct order |qs 
happened quite a few ^Imes 
during ploy) you must first choose. 


the letter you wish to move and ^requires the player to retrace his 
then press the fire button. A letter (or her) steps too often, 


can only move one place to the 
Idit or right and so each move 
must be individually done, so for 
example if the 'N' was at the far 
right it would take 5 actions of the 
joystick to move it into the correct 
position. This is where the nimble 
joystick work comes In. In the first 
4 levels you can have anything up 
to 35 seconds to do this task. Not 
so with the other four however. 
On level 8 you hardly ever get 
over 16 seconds and the letters 
are shuffled more out of order. If 
an 'M' is slotted at the far left and 
an 'N' at the far right you've had 
iti 

Really the ritual combat is the 
key to the game. Once the player 
has mastered this aspect, those all 
important runes can be 
confidently collected. 


SPELLS 

Knowledge of the spells 
available to you is essential, as 
only with full use of these can the 
player fully explore the lowest 


0[de ^na ^ma Map 

Quide to symBoCs 
T QCypft- of TmveC 
S Qiypfr of Sorury 
!M QCyph of Suing 
*P Qlypfi of Tower 


O 'Ifuse symBoCs an sped 
generators, most of tofikh can be 
destroyed by firing at diem. Some, 
however, an too (arge to be destroyed - 
fuadCitckj 




depths of the dungeon. 

Spells are traded for runes and 
this is done when the player 
stands on one of the sorcery 
glyphs scattered throughout the 
rooms and pressesthe fire button. 
Certain spells are only active 
occasionally and all are only 
made available when the player 
has enough runes in his or her 
possession. 

To actually trade runes for a 
spell select the appropriate 
screen for that spell and press the 
fire button. The spell will 
dufomotically replace the 
previous spell in its category. 

Perhaps the most important 
type of spell is POWER. When 
the player is mortal i.e. has only 
one life left, an additional life can 
be hod by getting a power spell 
(oil except me one actually titled 
'Mortal'). 

Always keep at lease 4 runes 
spare for firing up a new power 
spell but also you should get the 
best offence and defence you can 
afford. 
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RANA RAMA - lEVEL 6 
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Whilt better way to help'you ma$ter a top doss flight sim 
frorh Microprose than put the company's ex USAF pilot in the 
hot seat. We asked Wild Bill Stealey tograb the controls of the 
Apache chopper and inflict os much damage as possible on 
the enenfy, , . ^ ^ a 


''First of g}l you must recognise 
that GUNSHtR is d simulation. 
Second, you recognise that 
simulation means you gotto use 
common ^nse. YoU gotta 
recognise ^dt tWfaaors are 


So Id's think, about it for a 
minute. If you go rushing into the 
yaH^ of Gl|ath not knowing what 
yduVe faang, d'ycdhink you're 
gonna be in trouble? You're 
nna getyourbocksidekickedi 


Remember that this is dh 
eledronic battlefield,.peop^ will 
be listening for^oUy they're 
looking for you; rroybe th^'re 
trdcking '^ou on rddar. So you 
>^e|c about things fhat cciu^ 

’ them to look listen ortracl^ OI$? 
r ^Rddqr is a 'line of sight' sensing 
device. If you can use terrain 
masking — hide behindd ridge' 
-- you have an advantage, ifypu 
can use ground clutter — trees. 
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OPS OBUJIH lf»9‘.Hi:< 
ATtL HJa. BM, CBAfi. 
ffrSSIOM: Tac 1 i <: a I 
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G-2 3afnxLixii:Mci: Buiurim: 

MaLTsaw Pact <*>» t:i*s ai io 

tiave inexpor 1 1i ot>i>'. wjlit 

obsolete eqnji*H»‘ni in thi% ai f*a. lltey 
carry SB-7 short ranpe IR Missiles for 
protection. 

£net4y local air dt»f*’n e_ inc!\»de 
SA-8 and SB-9 Missiles, ZSU-23-4 BA 
tanks, «ynd S-68 S7 mm puns %#ith search 

EneMy H i “ 24 H i nrf he 1 i crop -* tn i. BEE 
believed to b<* operating ij« fhic. at aa , 


WaytQ^^ 
you; go i?), foke^a peek cfnd gi^ ^ 
* bock • down. Sei& whot^rodor ^ 
Signals , you pick up^. -see who 

• you've apt in your 

b^ck dovrn. bori't rush into 
any where;you'll pot shot down. 
Heficppter$ ctfn't dplhat^ yc^ve 
got to reconnoitre the oreo. ^ , 

So you have to hide wel|^ you 

• ^ hove to recpnnottre well, foti . 

. hove to te ofate to toke the^ 

• helicopter move rt put of dan^r 
- . qncf corne to b howOr qutckfy. 

Voui'^gptta knowho^yto usertie 
» terroin to^ypuf best odvahtol^^^ 
ond you've gotta khb>y wherffe 


Overal1, 
icuity 


G -2 ex 

to be 


{ > e c t s 

fidh 


W//dftV/Vjbne^ng/ao/fsnane/oogoo<:/. ^cfmfQnfryhcgrfyihg 
V 5' 5^-^ shduWef launched infra f^nU^iles. Air defences incfude SA-8 gftd 
, . $A9 missiles as weft as the dreaded 2SIM23-4, Asjftha^ wereh^fenough^ 

si:; HJndheiiCiOptgrs ore operptinglntheareq. Themissiohdiffkulf% not 
^^f^f-surprisin^y^j^igh,^ 7^ 

fMftS^iiit^<^^^^'lhemQp-^-'YoygQHat^^ 
?? ^ fhdt inf^i^tipn'*. ^ 'theprirm^ ^ AA sight -r--is at 5 :W- Then 

y infantryytPig airk 


disperse roddr signals/ you're 
, less likely b© notieect^ 
^temembPr terixiih^ mdsking, 
ground dutter. 

The other thing you can use h 
speed yrf speed causes you tobe 


pkk^uprnore easily on^m 
Rddof blocks out things that ore " 


ona you ve gone Know wnenio x... .y, ■■■/' / 7 . y, - - -f. - 

Dutthethmadowh andstob You . /Notice hetM that I veom^mshtpacCgrdmgfommissiohlh^^ 

^ ^ haccomplishlgdtrfdoftheHel^res'cosIdonJneed 

nOi^pks^h^tQU^mmap ^ j,^^3Q^^^„,,^^onthe.fanks.theSkiewinner^^^^^^ 

-. wfloryoo llgelfosf..%un^te ■(ii^^a„-4ica,u,s^the27Sr^ket!o0th«infi,n^^ : 

• toowareasyou'vftctoartdtirtd 4^mmb0r,doa'ik>ke^^siandcmiloQd" ' ’ 

.mdjie you haven't. Where ore ^ ^ 

:. enemtes iiliefy fobe? YdCi gotto ; WeW^ cdhtdl^onboaiy; 

think about where woirfd tjnd 1 dfwdys^ write dpwn what Of couij^' write :dpwnjhe 

b^t j^ace for ^€M%,weapons l^vegot^,>vhe^itis^ whdtkind'of posswor^-^KNOCKiOUJ^-^ - ; 

^ sterns, . ; weof^ns dre*^ kwolved: I'ln andgetthesecietrwppme>^ich ' 

OK/leb^iVedshotatlr.\^ ^striS^ng"^eneijiy guns at ‘ ^ 

,^ t6ke Western: TEuropd^. Ml * 

probdWy get rry^backside shpt^* at.9*10, IK$ q cfoy.rmssioh. Tne 
^ do 3 (^;theiearet 1 n^svvt^ 8 vit wind is 2 knots the West, the 
>. lddr^rn<Sce it/but tf)^ 4 nade ft ^fenipeicituie'sS&^s^ 

. eJ^:time^n it wqukin't be d Itar^corryfo^of weapons —^he 
s^iinwlationwdutditl \ ^ ^ cooler^;i^,tftdK>reweapons! 


slow moving—it couk 
~ a edr or whatever, so you goftto 
^/watch your speed. 

Ybu must be p stable platform 
for fifing weapons systems, 
ypu abtta teqrn to bring this thing 
^to d newer quickly. If you ruhin 
there bldstin'^ondshootin' you're 
gonria be Oh the bottom all by 
yoursetfi And it comes bock to 
that information. You gottafind d 
way to identify where enemy 
targets are, how many there are, 
where th^y are. 

Remetnberthat with yourTAP 
syitem, its range depends on 
ypur aftifude* At the some time, 
the rdn^ at v<hich theenerry can 
e ydii dbpenids on your altitude 
d trade off. Find a 


■ FTWTyr llJF’UvWfarrsf» i tju wit vrvMiv 

• O Voy. AtlOfM.andhpvveHng atn di^ncB.af t llftn, A4<f/orJ/S's 

B.^mttsdown 


is PUREBRED. N<^ 
wedpor^ do they have? We gotta ' 4 
tberf kitov^fed^^^ 

Pd<J forces, : inexperienced^ I'? 
troops,, they have SA7s; ^A 8 $ : ^ 
andSA9s,ByfartheWorseisthe _ 
ZSU234 'which is S TOjUr-banel y? 
23mm;cann6n;Then^saisdsofhe ' 
Hinds in the area. Fighter Pildts " ^ 
wrHspend 4*6 times thetime they / 
gctual^i spend, 65 d mtssfoi\ 
..pranningit,'c 6 s >^i/gotfoknp^ ; 
where to run and wHere-td hide. 

So' now we gpttq Ho sob^* 
plqnni^i^g. ^ 

p 6 r first targes dtS jlDS-ifie 
. AA sight There are 7 tqrgetf dt 
- 9«: 10 where we support ^e ^ 

^ friendlies. Soit^ infantry torgeW ^^ ' 
foneoir t^seond^hrbetoiy^ 
we need 2.75>pclc^ that's s 
importcH^^lamiih^; *W^ 






need ifomethiri 




, fonk^Ve£ouldUse puf^cannp^^^^^^ 


icoutd 

.Arm .the ^ip based on -Wheft^ * 


mission 

Tbe Hejltfres ore no 
ditch*'em.’Dof/ttgke 
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IPod so I'H .' c 
Vpndarcf’ 

























OK/ tfere's pad Ififantry; Mp 
ahead ori th#toadi Arm u 
2/75 rocket;^ aiid fke. i^m out in 
the open heie so I gotta staf' low 
and sibvt hang 6n^ Hind heli¬ 
copter airborne^ gotta get 
the Hind, np^ over, there he is 
right in front of me, thereto 
Sidewinder awjby oh him. Nose 
down, nose down, I'm way tao 
high 200feet. Radar jamfW> 
chaff awa>^ ' i 

You've gotta be. ready to 
abandon what you're doin' and 
get down, l.^tp bit ca/ried 
away there, w^ad bad guy$^ 
and. right -^25112343, but I g^^ 
him before he got locked bri rne. 
There's q Ipt bf thinkinggqing on 
here. Vbu gotta knowymqtldnd 
of weapons can g^ you first. 
I abandoned theairbqseonthe 
J^ft. the ZSU234 and the Hind 
ore the^hvo toughest thingi to 


defend yours^ against, if.yo^ 
don't get tho^ your not gonnq 
make It home... 

Now I'm gonna turn around 
opd go bock for the air base. 
There's an SA9, I'm gonna gofer 
him> though If hate to cos he's 
pretty unimportant. OK, there's 
the base, orrh upjny 2.75 rockets. 
There's one, tv^o rockets away,, 
whoml Now riose down, 
back dovrn and there's tne 
secondary target destroyed. 

Now I'm gonna pqu^ ogain 
fer some more pfenning. I'm 
gohnahead due West along the 
bod^of ttto rnountain Hdgefer the 
|>flmory. target? There's- some 
Tdods^ oiong there ornd I'lf 
probably, fellc^ those. IFR we 
call it> v^Wch ® a bit Sf d joke 
because it stands fer li^runtent 
Fllght'Rules, buttopilols it meons 
I follow Itoods -r- it's a good vtay 




If k^s like the kind qf ; 

wh^therecould be quiteq lotb^ 
anfi dir ppvyer; ^ 111 have 'tof 
mglce sure fe .^op and take d . 
good look Oibunjpbefeie Lgd fe; ; 

. The- fmpoftqnit^ thing . id : ? 
remertiber js to Tor/your . " 
,pr4mdry ar^ secondly tqj^ed^'f 
and then head backer bosq^ : ’ 
cfen't go Wastin' c»h^‘thingsf 
Refeember fei dse^dd^ 
plqn^ng cit<dlsfege8,}c^ogbdd, 
reconriaissance; oi^ to use ?; 
terrain avoidance? grourni du^r, ^ 
and speed> tohide youre^f frdm : ^ 
the enemy. Finq|ly, remember; 
that GUNSHfP q ^nutation 
qnd,tikethe^l4hii^)bu1|pr^ ■ 
imcoeed if you pfarf yodr 
dnd think about wbcif^^yoo^'m?/ 
cfeingoleverystage. ;? f ■ ^ f 
Gdod luck. m ^ ^ 


Turn orme racroase, out s fust Qt>ouTrea0y to let "em have H with ^$-2./brockets, ^the'sgdta 
surprise coming up. He's way to6 high at over200ft and eyefybody and ^is mother has spotted him., "Justlook 
at that threat detector, missiles cornin' at me from everywhere, nowthi questhn is can I get.myself c^ this ^ufP^ 


load. We're gonna go for the 
secondary target first, wd're 
gonna lookqtfiiemdp and see if 
there's ways we can use terrain 
avoidance to get there. Recog¬ 
nise also that we only saw ntain 
targets as identified by our 
Intelligence Officer, there will be 
many many other targets out 
there. 

OK, stortengines, one lostlook 
at the map, there's a big hill up 
ahead, v/ere goin' for the tanks 
first, then the infantry, the airbase, 
then we'll fly across country 
behind that mountain ridge. 
Remember to use yqur NAV 
cursor. There's an INS iri heie 
that'll tell you bow to direct 
yourself toward the torget your 
after. 

I like to put the collective up to 
about 90 percent. I can't go too 
high, or everybody and his 


mother'll see where I'm cc>fTMn' 
from.' 50 fe^,: nose ovei^ a Itte 
g^Undeffect, wejottotorget-^ 
^^ntryLl'ye orined the cannon, 
vs4'fe*cit 100fSelt,f6km,^TOm1 
Oh, oh/we gcWa Hind, c<^lec|ive 


TADS i'^ got indication of q tank 
on theSther side W that hilL I'm ? 
gonnq swerve round the - right 
. srde^ qrm ip^^ m^ 30m^^2qnhdn^^ 
wM^ iiithe onfy weojitari I'vegot 
/against tdnks/oull'mnot gonna 

off, npse.up q little, he's^hmd^rush m there or I'll get blasted? 
that hill, t'm arming up my 80 feet, tOO knots, stay close. 
Sidewinder, he's right behiWthqt , gethisrtargef,hQjpefully qt qj:>out 
hill waiting for me. I'm keeping f 6Km bnd I wHi get that ^ta^ 
c^ eye on/him bn *the threat before he knows vriiaf hiPhim. 

^toqd bybi^ here we go. There's 
tVjfO of 'em ^q cmd feokdf ^ 

em all out there^ lWo tanks, dri 
infantry bqttaifon p^^^ 
dirbqse. Gotta stay low. 
missite/ldunched at me, drbp a 
flare, pnother InCbrnlhg itttsile. 


detector, but I've just gqtta wait 
here and hpwer; here he cofties/ / 
missile away. GottimI Ha ha ha • 
you dirtbagi I hodc^^ pdtie^t 
you see,Ve hockto wit If I'do;^^ 
chci^ed in therel'dc^een bicwn / 

qwdys Now, back dS^^n behind , ^ ^ , , 

the hill — there's.tanks onj^^he ^ thcitqineltt,n^dqntoge.^^i^ tfo 
otbnr side of that hill. , high. I'm gettin' downfe 50 feet 

Now I'm gonna freezf it^ l . arrotheriiSsslle, I'mtryih^ 
think you pughtq use theireeze lo^, getfest in the ground dutter, 
adequately to gc>hack drfe do l%do%#to iSfw I'mg^nna 
some more plqnrimg. Onmy hide behind that hi1l over the 


’''St 


; f i^br $ill puts paid to qrr SA-i^ 
^at you're doin'and get down". 


You gptta be,ready to abatidi^ 































